X Tech Alien Races [15 th November 2017] 


Okay, so we have covered quite a lot f the game so far, now for some really interesting game stuff! 
Besides humans, which you play by default, there are nine other races to play. For the same of 
diversity, you may roll a ten sided dice to determin your race, or, the race of a random off raod non 
player character by the game master for some friendly banter or a radom encounter. Here is the ten 
types of races you may play, and, each has a different take on the game, leading to nine sub types of 
games. All races use the same statistics and skills rules, except they do not share the same options 
nor adjustments sometimes. The races and brief descriptions are; 


Tabel of races 

Roll 

Name 

Campaian description 

01 

Humans 

Typical main stream campaign covered in the general rules 

02 

Sectoids 

Empire building caretakers of the universe 

03 

Dragons 

Majestic beings of extremes with personal missions and agendas 

04 

Hybrids 

Carnivorous telepathic colonial consorts 

05 

Snake peoples 

Hideous abominations of humanoid and snake like features 

06 

Spider peoples 

Evil conduits of powerful spirits and gods 

07 

Vampires 

Blood sucking power hungry manipulative gaming 

08 

Werewolves 

Helpers of the weak and preservers of life and worlds 

09 

Imbued 

Magical beings trying to create balance in the universe 

10/00 

Nex 

Advanced beings with technology and pshycic synching 


So, things are looking very vast now, yes? Not only do we have Natures and personalities, and, for 
humans, tattoos, there is a whole other world out there times nine! This will lead to various types of 
campaigns and rule deviants, which we will get to, well, now! 

* * * 


[01] Human capaigns have a tytpcal slant, and the game master may set up campaign rules for 
meeting other races. There is a great advantge to being a human being, in that we are fast learners, 
receiving an extra advanture point for free above all other rules ofr completing each session. 

We are also the most versatile of races, being able to use magic weapons and our bodies to great 
degrees. This will affect our ability to interact with other races, as we are seen as children by some, 
and, as food by others. Basically, other races regard us as moral and an ode to the universe, and, 
freely engage in trade with us and political stuff is not suspect coming from us. 

Instead of having natural fighting prowess or armors, not having survival instincts and other natural 
evolutionary adjustments, we are without our technology and magic, sitting ducks, a real sore 
thumb on the natural order. Luckily we have developed many mutations through genetic 
engineering that help us adapt to this universe, listed below. Eaqch mutation comes with a 
description and a cost in money too. 

These mutations were born of a desire to rise above each other, and, they are now avaialble legally 
in some cities, and illegally in others. It is up to the game master to decide which aqre legal and 
which are not, and, which are avliable too. 



















Mutations table 

Type 

Effects 

Credits 

Echo location 

Sonar, helps teleportation, feel invisibility and surrounds 

f0,000 

Web slinging 

Allows for sticky webs to be slung out like spider man 

50,000 

Invisibility 

Allows for thirty centimeter radius ‘photon blocking’ 

200,000 

Magnetism 

Allows for advanced telekenesis 

500,000 

Lightning organs 

Allows for natural lightning throwing 

400,000 

Muscles 

Doubles [physique] as is 

800,000 

Boost 

Doubles [system] and [reflexes] as is 

f,400,000 

Wings 

Hornet wings to fly with 

400,000 

Nexus 

Double [check] on elemental effects 

2,000,000 

Teleportation 

Teleport up to 300 kilometers, echo location gets nice spot 

9,000,000 


* * * 


[02] Sectoids are much slower than us, and, are unable to use much of our technology, as they rely 
on psioncs for their powers and pray to their gods zealously. They have a different system of magic 
and skill choises than us humans, as they are geneically different to us in meager ways. They always 
take moral natures and personalities. 

Let’s take a look at their technology first? All their itmes are possessed by faeires and spirits, forced 
in there, or goaded by the beneficiries, and, then locked in there. As they celebrate andother creation 
of sorts, the itmes and machines gear up for use, as they find their ways through simple circuitry. 
Sectoids only use fusion weapons, as this is all they could understand with their drumming 
ceremonies they obsess over. 

Thier religions are based on which god grants the best afterlife morally and security wise. They 
believe that the planetary pull of the sun will consume races so they try to bring some of them off 
the planets to join them and preserve their cultures, and, int his way, are similar to the federation of 
human and allied aliens in Star Trek. Nurturing dying civilizations is all they really want to do, and 
seek to feed their own people and others, freeing all races from bondage to other more powerful 
ones as they travel the universe seeking the nod from the faeries, spirits and their gods. 

Otherwise the game master is the decider on what they are like. They cannot learn espionage skills 
and sporting skills, but receive a bonus of [+8] to wisdom, a penalty of [-3] to physique and 
reflexes, and otherwise cannot learn evocation spells that we learn freely. Instead they learn from 
this list, with the regular rules applying here too; 


Sectoid onlv spells 

Name 

Sphere 

Actions 

Effects 

Points 

Manna 

Soul knife 

Sectoid 

3 

Psychic blade dealing [4] damage anywhere 
in universe 

3 

3 

Cleanse 

Sectoid 

5 

Burns creature that is ‘immoral’ [10] 
damage 

7 

10 

Detect tones 

Sectoid 

1 

Detect falsehood and one memory per word 

4 

6 







































Read faces 

Sectoid 

1 

Detect truth and attitudes, incentives 

4 

6 

Whiplash 

Sectoid 

3 

Reduces action points by [2] 

4 

8 

Interface 

Sectoid 

[round] 

Interact with psychic items 

3 

1 

Dream world 

Sectoid 

[round] 

Contact people in dreams and interface 

5 

10 

Telepathic seed 

Sectoid 

0 

Conversations in telepathy [inte] * [ch lvl] 

3 

0 

Conflux 

Sectoid 

2 

Confer manna socially, interspecies 

6 

1 

Telekinesis 

Sectoid 

5 

Move heavy objects, load [willpower] 

5 

3 


* * * 


[03] Dragons are the very essence of the fantasy world’s of kids, especially those that dreamed of 
being knights that rode into them with lances. Many are good and moral, some are neutral and keep 
to themselves, and others plot hideous agendas agaisnt the world and for their own gains. 

Typically, they do not get along interspecies. They do receive a automatic success on passing learn 
spell checks at various levels, and, have managed to make many allies no matter their slant on 
society. They are too big for armor and mecca and collect gems to allow them to grow even bigger, 
eating it and meat to help them gain in size, of course. Dragons are split into Metallic, Gem and 
Chromatic types of beings. The metallic are always good, the gem dragons are always neautral yet 
social, and the chromaic ones are always selfish and evil. Typically they are between one and 
twenty meters. 


Here are the unique spells and powers of the dragons by their type. The list counts the type of 
‘power,’ the action points cost, the effects and the adventure points cost for the learning and 
proegression of the power, as well as the manna required for the power to manifest; 


Drauon powers list 

Type 

Slant 

Actions 

Effects 

Points 

Manna 

Speak 

Metal 

5 

Speak to others with great accuracy 

5 

2 

Extra arnor 

Metal 

5 

Armor is more effective [+5 dodge] 

9 

0 

Restore health 

Metal 

[round] 

Regain full health 

10 

20 

Empathy 

Metal 

4 

Feel emotions of creature 

9 

2 

Faeire fire 

Metal 

5 

Illuminates area 

4 

8 

Sun strike 

Metal 

2 

Swipes for [willpower] damage 

3 

5 

Fire storm 

Metal 

13 

Huge cone of fire from the sky [15] damage 

16 

20 

Polymorph 

Metal 

[round] 

Transform into other creature 

14 

12 

Cone of fire 

Metal 

7 

[20] damage, normal magic range 

12 

9 

Immunity fire 

Metal 

0 

Fire immunity [+30] 

11 

0 

Sense motive 

Gem 

2 

Senses motive of the query 

5 

2 

Psychoport 

Gem 

5 

Teleports dragon and [30 load] with them 

15 

9 

Mind blast 

Gem 

3 

Mentally damages creature [6] damage 

7 

5 

Store stones 

Gem 

[hour] 

Stores manna through relay conversion 

9 

1 

Detonate 

Gem 

7 

Destroys [10 load], [5] damage 

9 

15 













































Hallucinate 

Gem 

6 

Halluciantions, check to negate 

6 

8 

Force wall 

Gem 

5 

Stops approach of enemies or others 

9 

15 

Forgetful 

Gem 

6 

Wipes memory for [wis] rounds, why there 

11 

8 

Cone of acid 

Gem 

7 

[18] damage normal magic range 

15 

9 

Immunity acid 

Gem 

0 

Acid immunity [+30] 

10 

0 

Control insects 

Color 

8 

Summon [harmony * 10] puppet insects 

9 

20 

Water breathe 

Color 

0 

Breathe underwater like a fish 

15 

3 

Irritate 

Color 

3 

Distract target for [harm] action points 

4 

0 

Trample 

Color 

5 

Walk over smaller creatures [phys] damage 

3 

0 

Puppeteer 

Color 

9 

Take physical control if [check] fails 

7 

5 

Dark vision 

Color 

2 

See in the dark 

3 

9 

Petrify 

Color 

4 

Trun target to stone if [check] fails 

13 

9 

Frightening 

Color 

3 

Creatures flee if fail [check] 

17 

3 

Cone of cold 

Color 

7 

[16] cold damage, normal magic range. 

13 

9 

Immunity cold 

Color 

0 

Cold immunity [+30] 

9 

0 


* * * 


[04] Hybrids are like those aliens you see in the movie ‘aliens’ mixed with tyrranids from 
warhammer, with the zerg from star craft - this is where they are inspired from. Basically, the whole 
point to being a Hybrid is to spread the swarm, much like in those inspirations. They may spawn 
broods of lesser hybrids and evolve them with their points, as they ‘focus attention’ into them and 
they ‘suckle’ them. The hybirds work on a system of geneitc modification to become more like the 
ultimate predators, and, this is chosen by each hybrid as they pump their hormones into developing 
certain evolutions as they grow. Each time a hybrid gains a level, they may choose a evolution, and, 
each time they gat a skill point, thjey may choose from a power and skill list. So, evolutions come 
with character growth levels, when they meet the next level, they gain one evolution, depending on 
their level they may choose more advanced evolutions, of course. When they gain adventure points, 
they may buy game master allowed skills and talents. All hybrids start with three evolutions that are 
not above level one. Typically, Hybrids are five feet tall at level one, six feet tall at level three, 
seven feet tall at level five and grow to be nine feet tall at level seven and above. Hybrids may take 
any skill or talent normally avaiable to player characters that the game master says they may or does 
not rule out. 


Evolutions table 

Type 

Effects 

Min level 

Armor 

[Physique * 3] extra health 

1 

Claws 

[Skill] + [phys] + [level] damage, 5 point cost flurry 

1 

Tail 

[+3 refl], attacks for [skill] + [level], sweep attack, [3 damage] 

1 

Teeth 

[Physique] + [level] damage, throttle for auto damage 

1 

Telepathic nodes 

Allows for telepathic contact [harm] plus level changeable 

1 

Vocal nodes 

Micking sounds of heard creatures, check [2 * sys] + [wis] 

1 

Adrenal glands 

[Phys] extra action points per round unless surprised 

1 







































Gene sampling 

Shape change into [sys] stored gene samples, [ f hour] 

5 

Fire resistance 

Adds [phys] plus [character level] to ignoring fire damage 

2 

Acid resistance 

Same as above 

2 

Cold resistance 

Same as above 

2 

Reaper claws 

Allows for two more shoulder reaping [claws], [3 point] flurry 

3 

Regenration glands 

[Character level] regeneration of health per round 

4 

Brood nodes 

Allows for nodes to breed offspring, one node per [harmony] 

4 

Wings 

Allows for bat wing flight, retractable, [30 health] each 

4 

Flame throwing 

Fire breathing for [phys] + [ch lvl] damage, [phys] * 5 meters 

3 

Acid throwing 

Same as above 

3 

Ice breathe 

Same as above 

3 

Poison glands 

Allows for bite attack to deal extra [sys] + [ch lvl] damage 

3 

Invisibility ‘field’ 

Toad invisibility, congests heat, no sensors, one hour / [ch lvl] 

4 

Anti magic ‘field’ 

Resistance to four spheres, [5 * level] resistance check 

9 

Charm immunity 

Total immunity to charms, illusions and mental attacks 

9 

Dominance 

Telepathically enslave another creature, [harmony] in number 

10 

Bestow evolution 

Allows Hybrid to bestow evolutions they have for broodlings 

7 


* * * 

[05] Snake people or serpents are abominatins from the recesses of the deep space. It is typical of 
ancient civilizations to adhere to the tenets of evil snakes and good snakes, but all civilizations are 
obsessed with them, of course. As a people, they come to be abominations with snake heads and 
claws of a crocodile, with snake tails too, stretching for about twelve meters. 

Bound by a strict code of pride, loving to their brethern, the snake people are all immune to poisons, 
and bite for their [physique] in damage. The poisons will allow them to make a huge impression 
with their certainty to knock someone out, whether the check is successful or not, so be in a group if 
you meet or suspect the company of them. 

Snake people are barred from the abjuration sphere, but learn telepathic spells and the sphere for 
half the costs, and, will always take evil natures and personalities, or, neutral at least. They have an 
action point bonus of [intu] every non surprised round. 

They also may not use mecca, as they are devoid of this type of locomotion and proficiency, they 
also may use conventional weapons and futuristic ones, but may not drive cars nor fly jets or pilot 
ships. 

Seeking to spread their political agenda across the universe, one of dominance in the form of 
manipulating markets and gaining influence through their ambassadors gaining seats on chairs of 
parliaments in exchange for bail outs, they have spread far and wide. It is safe to say that they 
specialize in politics, business and fighting, while being rather unsound technology wise. Thier 
ships are as good as any other, and with their quick reflexes they dominate in the air too. 

As far as demerits go, they roll on the table to find their random demerits, and acquire at least 4 
demerits, or five if the game master is not satisfied, of course. 



























They also have their own skills list. These skills are reserved for the likes of these abominations, 
and, only under the tutoring of a snake person, can others learn these skills; 


Snake people skills list 

Skill 

Points 

Effects and related parent stats. 

Hypnotic voice 

9 

Partially hypnotize the listener, check for resistance [wis] 

Love spell 

9 

Makes someone fall in lovewith candle magic [char] 

Secret language 

2 

Communicate with subterfuge with those in the know [intu] + [wis] 

Enchantment 

7 

Alter tones of voice to become more charismatic [char] + [inte] 

Diplomatic consort 

6 

Make deals sound better and more comely [wis] + [intu] 

Father of Lies 

5 

Make false statements sound real [wis] + [har] 

Slither 

4 

Climb smooth surfaces with tail, [ref] + [wis] 

Taunt 

3 

Goad opponents into charging [wis] + [har] 

Launch pad 

4 

Use tail to launch forwards, [+ skill] in action points, [4] actions 

Zealousness 

3 

Resistance to charm, bravery bonus, launch pad attack bonus during 


As you can see, there are no talents avaiable for these skills, so, no specializations unfortunately. All 
ranks stack for the outcomes of rolls and tests, as always. If a skill and talent sound the same, and 
the snake person has a related skill seperate to that, they get added for range. Ranks in skills 
obviousl count towards the end Test range.’ 

* * * 


[06] Spider people or driders will worship their Spider queen god as if they were reliant on her for 
the very air they breathe. Pracctising ancient arts, they have witheld what we as a human species 
lost from the crusade. Thier specility is the dark arts of candle magic and rituals that lead them to 
further fevor over their gods and spirits, who they rely on for guidance and a sense of beloning. 

They will always listen to spirits they concieve of as greater than them and not conflicting with their 
goals of spreding their religious agenda - they want to make their gods worshipped by all of the 
universe, pushing for the exclusivity of this religious testament. 

They often know how to write in all symbolic and even senseless languages, being able to 
sometimes read a sribble on wall or even as a tracking proficiency the lie of the grass, or, even the 
smells of those that passed by, thus receiving a [sys] bonus of [4], While they also receive a bonus 
of [4] for wisdom, they get a penalty of [4] for charisma and a reflexes penalty of [3]. 

Thier garbs are usually always corresponding to The magic they are about to cast.’ They have to 
have a ceremony at least three times a week, or once every two days, or go down a growth point or 
level, if they run out of growth points. Safe to say they will transgress into spiders of a nomral kind 
if they fail to see to their religious ceremonies! 

They may not use mecca and jet fighters, but battle ships and mother ships are fair game. They are 
not under any sense a warrior race and nor do they seek dominance through war, they seek to 
display their lifestyles and show their ‘codes of law’ as being better than those of other races. 

Their preferred food is insects and rodents, and, they never cast locomotive spells, like fly and 
wings and things like that. They can spin webs to ensnare others with, as a spell like power or ritual, 





















and, they often do, ensnaring people even, that they secretly dine on for the sake of a tasty meal, 
preferring meat eating men and women. They also like milk, as this helps them spint heir webs and 
then they will gain more ability to reinforce their body armor and chitin to regrow quickly, healing 
them from variou sources of harm. They also get a three point bonus to buying prayer spheres and 
spells, but not below one point cost. 


Thier ritual table is shown below. They may not use technology other than simple interface, so 
make terrible craftsmen and repari men, hackers would be okay, supposedly, as that is a language, 
but as far as sports and other athletic stints go, along with composure, they receive a penalty of [5]. 


Spider people or Drider rituals list 

Type 

Points 

Effects and related parent stats 

Arachnid prayer 

3 

Keeps the character alibe for [rank] * [36 hours] 

Understanding 

4 

Understand the dialect being spoken [wis] + [intu] + [rank] 

Read lanaguage 

3 

Read any language partially [wis] + [intu] + [rank] 

Summon spirit 

7 

Ritual of summoning spirit to speak with, skill rank in questions [day] 

Location ritual 

5 

Know the location of someone for skinning ritual 

Skinning ritual 

9 

Deals [1] damage to target, check to resist, useless if seen 

Spider familiar 

6 

Summon, try to control and communicate with spider [will] + [harm] 

Healing potion 

5 

Brew a potion in an hour that revives by [8] health 

Tarrot 

3 

Grapple with problem with tarrot cards [wis] + [intu] 

Chance ritual 

20 

Draw tarrot card, effects immediate! [ritual level cancels] [+ will] 


* * * 


[07] Vampires are a deviant race of human looking blood drinking outcasts from the socieities. 
When their gods were surveying the universe, they glanced at the human race and liked their beauty 
and versatility physically, thus, creating vampires to rule over the race of humanoids they had 
created. There are many vampire gods in the universe. Mars being ours, but, our vampires were in 
hiding for so long now they have forgotten what it is like to roam with pride. 

Contrary to popular belief, vampires are not burned by sunlight, and, unless under a curse of some 
sort, may eat garlic, go to church and see crosses and are not ‘satanic’ nor ‘evil’ by nature. They are 
regular people that are somewhere between death and undeath, with hobbies and love as everyone 
else. Yes, they also have lives! 

The condition comes from their genes producing too much young cells, as they have a cell feeding 
problem - their cells are dying quickly, due to channelling so much energy, and they need to feed 
directly like bats as their cells cannot bond with the fuels fast enough for their ‘cell division.’ This 
means they have latent energy in their bodies, from the dying cells, that they simply see dying on 
their skin leaving it whiter and pale for some reason. Thus they feed on the living to fortify their 
need for living cells. 

Their manna may be replenished directly from healt of other living things, but this is illegal and 
they are encouraged to feed off of volunteers. To become a vampire, you need to be born of a 
vampire, as making new vampires is also illegal, and, this requires some heavy ceremonies, unlike 
the popular bite and bite back ideas. 






















The vampires are barred from the prayer sphere, as their gods do not asnwer prayers, and, praying 
to another rgod would incur the wrath of that god, of course. Thier powers list is as follows; 


Vampire powers list 

Type 

Actions 

Effects 

Points / manna 

Potency 

2 

Adds potency rank to physique for [sys] rounds 

5/5 

Presence 

4 

Adds presence rank to charisma for [harm] rounds 

5/5 

Silence 

7 

Creates dome of silence for [harm] meters cubed 

6/9 

Healing 

5 

Heals [will] points of health 

8/15 

Surge 

2 

Boost a statstic temporarily [sys] rounds 

13/15 

Auspex 

3 

See people’s emotion based auras [into] + [inte] + [rank] 

5/3 

Celerity 

2 

Adds [celerity rank * 2] to action points 

6/3 

Shroud 

5 

Creates a fog that requires [check] to see through 

3/6 

Shadows 

3 

Distracts targets with shadows, [will] + [inte] + [rank] 

5/5 

Brainwashing 

[hour] 

Brainwashes the target, resist [check], becomes thrall 

15/2 


* * * 


[08] Werewolves are the protecters of the natural world, but they also know a thing or two about 
technology and magic. Although they receive a [15] point character creation bonus to their character 
in the form of bonus points, they must choose to be good natured, or, at least moral. They seek to 
persecute all evil in the universe, and, are quite a few in number. Although they want to restore 
places like earth, so tha there will be homeostasis for the whole enivronment, with goals of 
producing green energy in primitive races and colonies, they also like to preserve the ways of old 
and are bound by law to seek legal means to acheve their agendas. 

Looking like wolves wih wolf heads and fangs, they resemble nghmare sort of heroes, comely to 
children, receiving that as a merit - that they are trusted by the youth; the younger you are the more 
you automatically trust the werwolf under the age of thirteen, of course. The younger the child is 
the more they listen to the werwolf or lupine, and, they also have a good image with the whole of 
society. The lesser races will automatically trust them, and, will not suspect a hybrid posing as a 
lupine with a hidden agenda, so they are often questioned. They stand at about six and a half feet 
tall, and are rather broad too, so, may not use mecca of human engineering, requiring double cost 
mecca for their own, even though this is frowned upon by the elders. 

They prefer to be warriors, and, may not purchase charm, conjuring, necromatic and illusion 
spheres and spells, relying on their natural charisma and renown with judgements to get by, bonus 
[2] to charisma and bonus [2] to wisdom. Also summongin regula demons is benath them, ofen used 
as a quick path to power. The illusions are viewed as immoral tricks, and, the charms are just plain 
deciet. 


Werewolf or lupine power list 

Type 

Actions 

Effects and notes 

Points 

Manna 

Fortitude 

0 

Ignore rank in damage each round 

9 

0 

Wolf form 

[3 rounds] 

Shape change 

15 

30 














































Frenzy 

2 

Rage, temporary bravery, immune to fear 

5 

5 

Clarity 

1 

Resist charms, [rank] bonus 

7 

5 

Humanity 

3 

Resist evil, detect evil [rank] + [will] + [wis] 

5 

2 

Conscious 

1 

[+rank] awareness, danger senses, stamina etc. 

6 

4 

Martyr 

0 

Stands up for weak with [rank] combat bonuses 

7 

3 

Bane 

5 

Growl to scare enemies [rank] + [phy] + [sys] 

3 

3 

Rejuvenate 

2 

Heals [rank] + [sys] in health 

6 

6 

Flock 

6 

Summon flock of birds to attack enemies 

7 

15 

Death strike 

3 

Incapacitate unarmed [rank] + [brawl] + [phys] 

6 

2 

Cleave 

+3 actions 

Unarmed [rank] bonus to damage 

5 

0 

Sure shot 

+3 actions 

Gun shot [rank] bonus to damage 

7 

0 

Smite 

+6 actions 

Critical hit against evil, must identify first [*3] 

9 

0 

The fool 

2 

Daze evil target [rank] + [humanity] [-20 actions] 

7 

5 

Rally 

5 

Bless allies with [rank] combat bonus for round 

9 

7 

Guide 

9 

Know path to destination [rank] + [wis] + [intu] 

13 

7 

Exorcism 

5 

Headbutt to release charmed target [rank] + [will] 

5 

9 

Dismiss 

9 

Banishes spirits and demons [rank] + [will] 

11 

15 

Healing aid 

12 

Heal other [rank] health 

6 

9 


* * * 


[09] Imbued are a rather young race of magic using humanoids that are very peaceful and like to 
indulge in humor and festivities, although they hold their magical lore to be the best in the universe. 
They seek to understand all things in the universe, trying to find balance between order and chaos. 
Contrary to popular belief, they believe that there is no free will, citing determinism as the 
fundamental force of the universe, where all choas is actually actually organized. 

They have very secretive ceremonies for determining the order of things, and, their philosophies are 
often seen as a waste fo time, a bloated beating of the chest, proud of their culture and boasting of 
their truth above all others. Even though they are so pompous, they still fit into society well enough 
to become leaders of alliances and often play roles as advisors, having great patience and insight 
with even the most feeble or tedious of tasks, bonus [3] harmony, bonus [2] wisdom. 

Although they are so patient, their brain functions slower than ours and other races, so they receive 
a penalty to intelligence of [3] and willpower is also reduced by [2] due to their lackof evolution, so 
they tend to spend all their time focusing in ‘arts similar to tai chi.’ 

Believing eevrything needs to be represented, they may not learn from the alteration spheres and 
spells, instead drawing on their own spells and abilities. They stand about five feet tall, so are often 
bullied out of the malls and meeting places of society. They love money though and receive a [3] 
point bonus rank in anything to do with money as soon as it is ranked at one. They are very familiar 
with faeries and prefer their innocnece and nakedness to that of spirits, who they do not disturb, 
having the spheres of necromancy barred from along with it’s spells. 
































They do not really trust technology, so rely on others to pilot mother ships and batte cruisers with 
them on board, but may use simple devices like guns and gear. 


Imbued skills and powers list 

Type 

Actions 

Description and effects 

Points 

Manna 

Draw fae 

5 

Draws fae to replenish manna, plus [charm] manna 

5 

0 

Unleash fae 

5 

Makes latent fae attack target, [rank] damage 

5 

3 

Whispers 

9 

Hear fae whipsering, reveal secrets 

7 

11 

Baalzebub 

7 

Makes flies distract opponent, minus [rank] actions 

6 

9 

Absorb 

3 

Absorbs the effects of spells [rank] + [sys] 

5 

11 

Undo 

5 

Cancles spells durations and effects, not damage 

7 

9 

Counter spell 

3 

Reverses spell at caster 

15 

11 

Learn spell 

0 

Learn sphere + spell at level 1 viewed [rank] + [inte] 

9 

9 

Lock 

5 

Lock spell caser’s spells for [rank] rounds 

9 

9 

Study 

2 

Know rank spells on character sheet of target 

3 

2 


* * * 


[10] Nex are the oldest race known in the galaxy, and, maybe one of the oldest in the universe. 
They use a mental interface for all technology, even being able to mentally interface, like 
sectoids, with anything mechanical or electrically driven. This is because their auras are 
electrical in nature, a genetic evolution that others cannot learn, but some researchers are 
trying to uncover all the time. They are barred from many cities, as their reputation of being 
nearly all powerful with technology scares some people no end. This is their major flaw, that 
they are not welcome in modern societies, so are not part of any neutral alliances, while the 
more gentle societies accept them more openly. 

They tend towards surrounding themsleves with people, as they crave the company and base 
instinct to socialize. They also stand about five foot five, or, one and a half meters, more or 
less. They have wholesome families and are conservatives in nature, while seeking to push 
technology to succeed their control as a security measure, where they will be welcome, not 
being able to do things they don’t want to anyways. 

They too have a seperate powers list, and, may not cast sphers and spells from conjuration 
and evocation, as their magic works differently, as they are part of the ‘everpresence.’ They 
are based on the world of The Matrix and also other themes that have influenced this game to 
the ends of near completion. 


Nex 

Type 

Action 

Description 

Points 

Manna 

Short circuit 

1 

Potnetially shorts circuitry, [rank] + [2* willpower] 

3 

3 

Bypass 

3 

Potentially bypasses fail safes, [rank * 3] 

5 

3 

EmoFace 

3 

Control circuit board and computer, [rank * 2] 

7 

4 

TechniFace 

5 

Control gears and pistons, etc, [rank * 2] 

9 

7 

Jam 

2 

Jams gears of guns rounds equal [rank] 

4 

2 









































Congest fae 

[hour] 

Contact fae to congest in area, form [load] * [rank] 

16 

20 

Dissolve 

9 

Disintergate items or creatures bonds, [load] * [rank] 

20 

20 

Fly 

5 

Use magnetism to fly, speed = [rank] 

9 

4 

Energy bolt 

5 

Sends bolt of energy at one target, [11] damage 

15 

6 

Energy wave 

7 

Sends wave of energy at multiple targets, dam [9] 

15 

11 


* * * 




